PRIMA'S OFFICIAL STRATEGY GUIDE 




Vivendi 

UNIVERS/VL 


This game has received the 
following rating from the ESRB 


COItlPUTeFI 

>4RTUJORHS 


CONTENT RATED BY 





Prime’s Official Strategy Guide 

Keith AV Kolmas 


Prima Games 

H Diuision of Random House. Inc. 

3000 Laua Ridge Court 
Roseuille. CR 95661 
(600)133-3000 
uuuui.primagames.com 


The Prima Games logo is a registered trademark of Random House. Inc., registered in the 
United States and other countries. Primagames.com is a registered trademark of 
Random House. Inc., registered in the United States. 

© 2002-2004 bg Prima Games. Rll rights reserued. Ilo part of this booh mag be reproduced or trans- 
mitted in ang form or by any means, electronic or mechanical, including photocopying, recording, or 
by any information storage or retrieual system uiithout written permission from Prima Games. Prima 
Games is a diuision of Random House. Inc. 

Associate Product manager: Jill Hinckley 
Project Editor: Hlichelle Trujillo 
Editorial Assistant: Hiatt Sumpter 
Designer: Hlelissa Francis 

"The Thing" interacts game © POOP Uniuersal Interactiue. Inc. The Thing and related characters are 
TAI and © of Uniuersal Studios. Licensed by Uniuersal Studios Licensing LLLP. Published and distributed 
by Uniuersal Interactiue. Inc. and Konami Corporation. Rlack Label Games, the Blach Label Games Logo. 
Uiuendi Uniuersal Games, and the Uiuendi Uniuersal Games Logo are trademarks of Uiuendi Uniuersal 
Games. Inc. in the U.S. and/or other countries. 

Rll products and characters mentioned in this book are trademarks of their respectiue companies. 

Please be aduised that the ESRB rating icons. "EC". "K-fl". "E". T. "Ul". "HO" and IP" are copyrighted 
works and certification marks owned by the Entertainment Digital Software Hssociation and the 
Entertainment Software Rating Board and may only be used with their permission and authority. Under 
no circumstances may the rating icons be self-applied or used in connection with any product that 
has not been rated by the ESRB. For information regarding whether a product has been rated by the 
ESRB. please call the ESRB at 1-800-111-3112 or uisit www.esrb.org. For information regarding 
licensing issues, please call the ESR at (PIP) PP3-8936. Please note that ESRB ratings only apply to 
the content of the game itself and does HOT apply to the content of this book. 

Important: 

Prima Games has made euery effort to determine that the information contained in this book is 
accurate. Howeuer. the publisher makes no warranty, either expressed or implied, as to the accuracy, 
effectiueness. or completeness of the material in this book: nor does the publisher assume liability 
for damages, either incidental or consequential, that may result from using the information in this 
book. The publisher cannot prouide information regarding game play, hints and strategies, or problems 
with hardware or software. Questions should be directed to the support numbers prouided by the 
game and deuice manufacturers in their documentation. Some game tricks require precise timing and 
may require repeated attempts before the desired result is achieued. 

ISBH: 0-1G15-4U03-8 

Library of Congress Catalog Card number: P00P110411 


I PRIMA 

GAMES 


flcnnowLEDomEMs 

Thanhs to Sean. Lauren. Ian. and the rest of the people at Uniuersal for mahing such 
an awesome game and helping me out when I needed it. Special thanhs to all the 
gang at Prima for getting this done right— Jill. Hiatt. Dlichelle. Deana. and dlelissa. 

To mg cousin Tim for coming out for the final battle. He came through on short 
notice. And thanhs to mg wife and familg for their continued support, which means 
the world to me. Thanh gou Lisa. Hlichelle. and Hlichael. Go South Elgin Patriots! 


Introduction 2 

Gamoplay Basics 2 

Weapons 5 

Items 7 

Team members 8 

The Enemy 8 

The Beginning: Outpost 18 

Rescue Team Alpha 18 

Looking for Assistance 22 

In Search of the Emergency Radio 27 

Looking forthe Norwegian with the Radio 30 

Inside the Warehouse 37 

Investigating the Submersible 43 

Finding Faraday 48 

Getting out Alive 53 

The Escape, Part I 50 

The Escape, Part II 65 

Taking out the Planes 71 

Getting into the Armory 78 

Into the Weapons Research Room 81 

The Final Conflict 80 







PrinM’s Official Strategy Guide 


Welcome to The Thing: Prima's Official Strategg Guide. Something strange is afoot in the frozen plains of Antarctica. A mgsterious 
occurrence at an American scientific facilitg leads you, Blake, to bring gour militarg team to investigate. What gou find wont be 
a simple accident. Some Thing has happened, and it doesnt look good. Your team encounters an alien life form that shape- 
shifts and assumes the form of the victims it hills. Do gou have what it takes to get to the bottom of things? Do gou have what 
it takes to survive? When gou need a hand along the way, we'll be there. Prima's Official Strategg Guide covers every-f/7//7g. 
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'■' v " Whan you walk around, you stumbla into uarious nonplayable characters who perform 

tasks at your command. Engineers can fin junction bones, soldiers can help you out when 
the enemies are charge and medics can heal you after an intense firefight. But these NPCs aren't going to follow you blindly. 
They'ue seen these people walking around — at least they think they're people — who change into hideous beasts. They'ue seen 
strange creatures attacking from euery comer and disemboweled bodies. How do they know you're one of the good guys? 
They'll haue to trust you. You gain the trust of these NPCs by taking care of them. If they're hurt, use medical kits to heal them. 
Once they're squared away, giue them weapons or ammunition. Now they can fight back. 

Seueral things cause these NPCs to not trust you. Take away their weapons and they become suspicious. Shooting them 
[even accidentally] during a gunfight worries them. Take the time to look out for them and you will gain ualuable additions to 
your team. In your battle against these creatures you need all the help you can get. 







Introduction 


Fsar also affacts your squad. Tha gruesome sights can shahe euen the most hardened of ueterans. No one has evsr seen Things 
Li he these before, so it is only natural that the NPCs become frightened. To find out how your squad is doing, pull up the Squad 
menu. Characters who are doing Oh glance from side to side when you bring up this menu. As they become more frightened, the 
speed at which they look from to side to side increases. Eventually the fear rises to a paralyzing leuel. Don't let it get that far. 
manage your squad's fear early. 

Seueral things assuage their fears. The simplest thing you can do is to give an NPCa gun or some ammunition. Walhthe NPC 
away from the gruesome sight. Time away from the disgusting images helps calm them. If things get really bad, use an 
adrenaline shot. This temporarily gets them back under control. 







e enen 


ont have access to all weapons all of the time, 
len, and you have to give some of them to NPCs 


The pistol is a good backup 
weapon, the perfect choice to giue 
to an flPC when gou don't haue 
anything else. It gets them tn trust 
ynu and you aren't yiuiny up too 
much firepower yourself. You can 
eliminate smaller creatures with 
the pistol, but taking on one of the 
larger things umuld not be the 
best idea. 


The machine Gun is uneufthe best 
weapons in the game. Ammunition 
is readily auailable. and the 
firepower packs a good punch. 

Use the machine gun to take on 
any and all of the creatures. 
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Grenade Launcher 
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Introduction 



Incendiary 

Grenades 


The enuironments you trauel through are uery darh. The flashlight helps you see 
things and find your uiay. primnqaities.tum 
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Pick up these hits to restore your health. 
Saue them, as you wouldn't want to waste 
them. If there is a medic in your squad, let 
the medic heal you and heep the hit. 

Flares haue seueral uses. You can carry the 
flare as you uialh around to light your way. 
or you can throw a flare to light up an area. 
Flares also uiorh to ignite things. Throw a 
flare neut to a herosene barrel and bach up 
before it euplodes. 

Use the fire eutinguisher to put out flames. 
Fire from the flamethrower or blowtorch 
mill euentually burn out. but other fires 
require special attention. 

h y v i . i 

Ulhen ynur team members become afraid you 
need to calm their fears to get them to follow 
orders and pull it together. The adrenaline 
shot is a method of last resort to tahe away 
their fear. 
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Introduction 


Tq hill all of the larger creatures., you haue to hit them with regular ammunition to start. As you repeatedly strike them, your 
crosshairs will turn from green to yellow to red. When they are red, burn the creature with an incendiary weapon to finish it, 
Use the flamethrower first. When you first encounter a large creature, lay down a swath of fire between you and the 
monster to heep it at bay. Switch ouerto the machine gun and let loose. By the time the fire burns down, the creature 
should be near death. Switch to the flamethrower again and light it up for the final blow. 
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Infirmary 
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esiroyeo nrea 
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Fire EHtmguisher 
Key 

Saue tame Recorder 
Rmmunjtion 
medical Hit 
Start 


Your team is set to investigate the site, ready for battle — if a battle is to come. Not all enemies can be fought. 
The intense cold does serious damage to your troops. No cold weather gear can protect you for long at 40 
degrees below zero. Whenever your team is outside, watch the blue status bar on the screen. This is your 
Eaposure Meter. It starts full, and your team can handle being outside. With each passing moment, your team's 
ability to withstand the harsh elements diminishes. Once the Enposure Meter has completely run out, the low 
temperatures harm you, costing yourteam members health points. 





The Beginning: Outpost 


When your team is outside, a small blue meter 
appears on the bottom of the screen. 


This is the Exposure meter. UJhen the blue bar runs 
out. your team mill be affected by the bitter cold and 
start to lose health points. 


When the Euposure meter pops up. hustle to the neut 
sheltered area. Getting throuyh the leuels can be 
hard enouyh-you don't want your team losiny 
ualuable health to the weather. 


NOTE 
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FIRST LEUEL IS fi 


I DIFFEREDT ASPECTS 


Tahe control of your squad and enter the 
buildiny uia the door to the right of your 
starting point. 


Get in quichly before your Euposure meter 
runs out. 


Walk down the hall and open the first door i 
your left to the corns. 


> 


When you head inside the COms room, a short 
cutscene cues up to introduce you to your crew 


On this mission, your squad 
includes three other people — a 
medic, an engineer, and a soldier. 
You can tell who is who by their 
headgear. Soldiers haue a tough 
camouflaged helmet, engineers 
dont go anywhere without their 
trusty cap, and medics keep 
warm in a beanie with a red 
cross on the front. 
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Illhen you step through the dour, a small 
euplosion occurs. There's no uiay of 
auoiding it. so heep going. 




Pich up the ammo clip and the handgun 
un the table inside. 


Head outside the room and meet up 
with your medic. He heals the umunds 
you suffered duriny the explosion. 


Illith that done, return to the hallway 
and explore farther into the outpost. 


more lights explode outside, but 
you are too farauiay for them to 
damage you. 


to the door at the far end of the 
When you approach the junction 
(i the left, a hand icon appears. Worh 
junction box until the yelloui status 
bar fills up. The door to the next room 


The marker posts lead you to the pit. Go down intn the You trigger another cutscene at this point as your 

pit and immediately turn left. Uenture intn the cauern. team discouers the UFO. 


Once the cutscene is ouer. go to the desk and grab 
the hey. 








The Beginning: Outpost 
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Squad Member Fear 

Your team is not a group of uncaring robots — theg are real people, like real 
people, the situations theg encounter induce fear. Each member of your 
squad deals with the horrible sights you see in a different may, hut it is 
your job to keep track of the situation and deal with it appropriately. 
Actiuate the Squad menu and look at the faces of your people. If they are 
casually looking left and right theg're not afraid and are doing Oh with the 
situation. If one is frightened, he'll be looking around in a panic. If he's close 
to losing it, his picture shakes uncontrollably. 

You can do a couple of things to reduce your team members' fear. Giue 
frightened squad members guns — the amount of fear lost depends on the 
size of the gun. Or walk them out of the room for a moment to regroup. An 
adrenaline hypo can also help calm your squad members — at least tem- 
porarily — and killing the Thing that is frightening them will reduce their fear. 
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Ulith power restored, go ouer to the 
computer in the corner. It shouldn't be 
hardtofind-it's near the carcass. 

Ulhen you approach the carcass, you 
trigger a short cutscene. 

The sight of the carcass scares your 
medic. During the cutscene. the soldier 
tries to tell him to get a grip, but 
managing your team members' fear is 
your responsibility. 

Interact with the computer. 




The Beginning: Outpost 
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Follow the blue marker posts to the 
red flares marking where tke C-h is. 
Open the crate and collect the two 
charges. 

Follow the blue markers back to the 
infirmary. 11 red C-4 image on one wall 
shows you where you need to place 
the first charge. 

Head back to the COHIS room from the 
beginning of the mission. 

There you find another spot to place 
a C-H charge. 
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Power Boh 



You made it out of Outpost 31, great job! The Colonel wants to pull the team out but you [Blake] haue a standard 
of honor that demands you go after the members of Team Alpha. The rest of your squad gets sent back to the 
main base, so getting through the beginning this leuel is up to you. You'll learn a couple new skills that you will 
need later on in the game. You'll solve puzzles [deactivating the downed power lines] and bring some new NPCs 
into your squad. When you find an NPC, give him a gun so he'll trust you. 

Use the combination of the Flamethrower and machine gun to defeat the larger creatures [which you havent 
seen yet). Watch your ammunition as you move from building to building. There isnt much ammunition scattered 
throughout this level, so you'll have to conserve it. 
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Rescue Team Alpha 



Vou'ue made it through the first leuel; 
it's time to chech on Team Rlpha. 




Once the leuel has loaded, run toward 
the blue marker post and the sparks. II 
power line has fallen. Find the power 
switch to turn off the power. 


Head along the building toward the 
entrance. 
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Go to the power supply and turn this power setup Enter the adjacent room, through the old 
on. This lights the hallways so you can find your wooden doorway, 
way around. 
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Theresa fresh flare in the building. 
Someone must be close by. Follow the 
hallway. It gets dark along the way. 
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Entering the room triggers a cutscene where your 
character meets Carter, a suruiuing member of Team 
Alpha. Seueral bodies (or parts thereof] lie scattered 
across the room. 


Carter is hurt pretty bad. Since you H search of the room turns up a 

don't haue a medic in your squad, you flashlight, a fire eutinguisher. and 

need to find a medical hit. the medical hit Carter needs. Follow 

the onscreen instructions for the 
medical hit. 




Carter accepts the help, but he still 
doesn't trust you. Giue him a gun and 
some ammunition to get in his good 
graces. 


Haue him turn on the power to the 
lab since you don't haue the shills 
to worh the junction bon. 


— i 




UJith the power bach on. go ouer to the video 
monitor. IHoue the surveillance cameras. Tahe a 
looh around... 




...you see a dead body. 


...and another member of Team Alpha. How that you 
hnow where he's hiding out. find him. ^ ^ 
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Walk up to the door and punch in the 
access code. 
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Before you leaue the building, uisit the 
saue game terminal; you'ue made head- 
way in this leuel and you don't 
jg want to lose all your hard work. 


When you step through the door, a short 
scene shows you running into the next 
member of Team Alpha. He tells you that 
Pierce is in the northern section of the 
base, so that's where you need to go. 

» \ i Mm 


Head outside. 


Before you take off. check out the body 
in the corner. He's got an access hey. 


Head into the utility room and order the 
engineer to shut down the power. This 
hills the power to the downed power 
lines you found earlier in the leuel. 


Vihes! fls you leaue the building your 
squad is attached by a group of 
those...those...Things! Good thing you 
gaue the engineer the gun. Two people 
hilling the enemy is better than one. 


Blow up the kerosene barrel to take out 
a couple of the critters. 
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Go outside after gou get rid of all of the nastg Things. 

Follow the blue marher posts. Get mouing. Outside, 
the Enposure flleter pops up. 

The blue marker posts lead gou to another dead bodg. 
a gun. and some ammunition. 


Follow the posts bach to 
where gou started. Go around 
the building to where the high 
uoltage lines were. 

Ha 

ill/ w 
1 

Dow that the power is 
off gou can head 
through the opening. 
Illhen you do. the game 
loads the nent part of 
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llh-oh. The game is nice enough to tell you that the Thing beasts you ue fought so far are just the little ones. Killing the bigger ones requires a two-stage attach. 
Hit one with normal bullets until its health bar goes into the red. Finish it off with an incendiarg weapon (like a flamethrower or blowtorch]. Be on the loohout 
for such weapons. 


Follow the blue marker posts to the 
first shack. 


Saue gour weapon readg when gou 
enter the shach... 


... because two creatures jump out of Pick up the medical hit and fire 
the bon on the table. entinguisher on the table. 
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Rescue Team Alpha 
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Fire Extinguisher 
Rmmunition 




X 


if 










I 


\ 


Canteen 


Williams 


You spent the last mission getting Pierce to join gour squad, and he's nowhere to be found when this mission 
begins. The two of you got separated in the blinding storm. Afterthe opening cutscene is finished, you will meet 
up with Pace, so at least you wont be tackling this Leuel alone. 

This leuel has got some really nasty creatures to deal with — walkers. The large creatures are tough, but with 
Pace's help, you can take care of them. After you'ue cleared out the area, pick up Williams. Now you hauetwo 
squad members that haue Flamethrowers. As you run into more creatures in the nent leuel, this will come in handy. 

The sights and sounds of this leuel will play hauoc with Pace — he wont be able to handle it all. Take the time 
to walk him away from the worst of it and giue him weapons and ammo to manage his fear. If you lose him, an 
adrenaline shot will bring him back around. 






Looking For Assistance 


This mission doesn't start out on the right foot. 
Pierce gets lost along the uiag... 


...and a friendly throws grenades at you. 


Once you are in control of gour character, grab the 
flashlight and the ammo— you'll need them both later. 
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Illalh downstairs and follow the blue marher posts to the neot building. 


Id 


IDoue right and circle around to the bach Return to the main entrance, 
of the building. A corpse lies in the the junction bon. 
snom. Rot much gou can do about the 
corpse, but grab the medical hit nearbg. 


While gou uiorh on the junction bon. a couple of 
creatures jump down to attach gou. Your buddg 
couers gou while you uiorh. 


Once the junction bon is fined, head inside. 


Go into the billiard room and deal with two 
more creatures. 


■ 1 


Down the hallway, behind the drinh machine, lies another corpse and a case of 
ammunition. Distribute the entra ammo to your squadmate. You should be able to 
man out both players. 


match out for your squadmate. Pace. The 
sights in the billiard room really freah 
him out. manage his fear by giuing him 
an entra pistol and the ammo you find. 


Go bach to the billiard room and pich up 
the two flame grenades sitting on top 
of the herosene barrels. 
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This IbubI contains thB tazar, which can help you deal with squadmatss who hauB startad to act beLligerent 
bBcauss of fsar or mistrust. You don't want to kill them; thay hauant dona anythiny wrong, butthsy must Idb dealt 
with. Stun tham with thB tazar. Ba caraful: Tha squad won't trust you as much aftsr you usb thB tazar on your own 
people — even if it was fortheir own good. 
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Head to the bach of the canteen, past all the tables. 
About halfway there, you trigyer a cutscene. 

You'ue found another member of Team Alpha. Ulilliams. 
but he is spoohed. He has access to the CHS room 
that you need to get into, but he isn't going anywhere 
with creatures about. Kill the three beasts he's 
worried about and he will follow you to let you into 
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Looking For Assistance 
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This laualis mostly confined to one building. You'ue got four rooms to cover as you search for the emergency radio. 
Once you get set up, hordes and hordes of the small creatures attack you. One room contains a large cache of 
weapons. Before you get started, go into the ammo room and stock up, evenly distributing the loot among your 
team members. It seems like the wave of little creatures is endless, but you can win out if you take your time, 
make periodic uisits to the ammunition room to replenish your supplies — giue yourself a fighting chance. 




— m 

■1 t*** 


L 

■ 

L^r 

• II 




V 

i I 

Wf 7^ 


Otter the cutscene. you find yourself in 
this room. Each of the doors (eucept the 
one you entered into the room from) has 
a door switch that you can use to open 
the door. Go to this one first; the room 

Enter the room and pick up all the ammo. 
The stash includes a shotyun. plenty 
of shotyun shells, and machine yun 
ammunition. 

Distribute the ammunition to Pace and Williams. With such a larye supply, make 
sure you tahe all you can. 

m 

contains tons of ammo. 
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Pace and Williams still stand by as you search for a radio. It seems line everywhere you turn, the radio has been 
destroyed or is missing. As the level begins, you see a figure running across the open fields of snow. Remember 
which buildings he goes into; he acts as a guide for you to follow. You are chasing down Pierce, the squadmate 
who got separated from you in the snow two missions ago. 

As you go from building to building, a disturbing trend begins. Both Pace and Williams succumb to the virus and 
turn against you. Thankfully, they don’t do it at the same time, because dealing with both of them at once would 
be tricky. 






Looking for the Norwegian with the Radio 







Primes Official Strategy Guide 



- < I 




Jr 1 

L y 1 

1 



~ i 


* 

Ml «■■** 

n % m 

f ®~? • 

- ivS$Sr 

Mb , * 




Looking for the Norwegian with the Radio 



primaqames cum 





r — — / 





1 



i* 

" j 

i* i 

R 1 

1 . 


m i i 




1 

»V ^-i 

_ 



, - J 

j.Mvj 

■ i/y.Jj 





fmm ** ’ 


** , f 1 







Primes Official Strategy Guide 


1 

irjji 

1 M 1 1 

1 1 i A 1 

L ^ 

L » \ 1 


L, -1 



It— | 


■H T 

r ' 

u - 

ns*", xj^Br * 

w 1 ^ j| 

n 


I V - M j 


n W> " 

r i 








Looking for the Norwegian with the Radio 



primaqames cum 








Primo’s Official Strategy Guide 







You'ub made it inside the warehouse after crawling along the ledge outside. This difficult leuel holds numerous 
walkers for you to encounter. It takes a lot to destroy these creatures, and there arent many medical kits lying 
around to help you out. Take your time with the walkers. The NPC [Collins] on this leuel turns on you, so don’t leaue 
your back to him for long. 

This leuel introduces the game's first boss. After gou take care of Collins when he succumbs to the uirus, the boss 
awaits gou. Dealing with the boss isn’t too tricky if you are healthy when you enter the room. You will probably 
haue to play this leuel seueral times; try to minimize the damage gou take before gou get to the boss. 
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iffi 




After the cutscene takes you inside the 
warehouse, you reyain control of Blake. 


Mb**. t > f ^ 

Seueral little creatures and more large Things bloch your way. Tahe care of the little ones first, then go after the big guy. Hail 
him with conuentional ammo until your crosshairs turn red. Quichly switch to the flamethrower and incinerate him. 
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Cross to the other side of the building 
uia the rafters. 


up the drill and among the rafters to pich up some shotgun ammunition. 


Drop dornn into the foreman s office 








Tahe a moment to read the message on the computer. It seems lihe 
mhateuer project has been going on. it's running behind. 


Grab the tool shed hey off the desh nent to the computer. 





Inside the Warehouse 



primaqames .turn 



i 

i* i (jf : Aj 


ij i 

v> . __ | 

NEW! W j 










F-itfr ' 


n 


1 jjfi’ j^'3, jfj, 

E* - ■I^H 

- 

L/C 


^lMlI 

I j ” i 

"jr /_ .-^. ■ jgj 

Jr j.^— >* ' ■• ** Jf 



>V|1 

irflfefefc 1 

If 

ft' 



j 

J$3? 

p 

.iflflftL ! 


: 18®. 1 

Hi 




-*- r mmTJ'r^ 







□n this leuel you inuestigate an underwater submersible, but the 
real game in this Leuel is hunting walkers. Euerywhere you turn, 
you face more and more of the large creatures. Two attack you 
down in the growth chambers, and one challenges you near the 
prep lab. To make it past these monsters, take your time and use 
the machine gun/flamethrower combo. 

As you progress farther into the game, you learn more about the 
uirus in little snippets. At this point it's obuious that someone has 
been researching the uirus intentionally and something has gone 
wrong with the eHperiments. With each passing leuel you seem 
to be getting closer to the truth, keep at it. Soon you will learn 
euen more. 
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Investigating the Submersible 
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Testing Chambers 


Two more walkers are ready to be destroyed right from the get-go on this leuel. Nastg stuff, 
really. Seueral small creatures go along with the large walkers. One of the unique things 
about this battle is the deadly combination of the walker and the small creature. 

After you get into the prep lab, you pick up two NPCs, Price and Dr. Faraday. Faraday is one 
of the people leading the enperiments. It doesn’t seem quite right that you are helping him 
out of the leuel. Shouldn’t he haue to suffer for what he has done here? Alas, you must guide 
Dr. Faradag past the abominable creatures. When you emtthis leuel, another key part of the 
story is reuealed. 


Dr. Faraday 









Finding Faraday 






Progress up the corridor and carefully approach 
the door. Blahe sure your gun is loaded and 
prepare for battle. 


Step through the door and immediately step bach. Seueral small creatures to the right of the door attach you. 
Retreat into the corridor to tahe them on in turn. 


Equip the flamethrower and approach the door again. This time, step farther into the room. This triggers the 
approach of tuio large creatures. Stay at the door until they start to run in your direction. Then dash bach 
down the hall. 


The small creature will 
attach by spitting out a 
greenish goo. The goo 
doesn't damage you , but 
it significantly slows you 
down . mahing you 
uulnerable to the walhers. 


Before the last fire burns out. re-equip Repeat the process for the second 
the flamethrower and zap the creature large creature, 
again. This should hill him. 


While the first creature waits for the fire to go out. hit it with the DIP5. By the 
time the fire burns out you'll haue inflicted a lot of damage. 
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Dnce they come down the hall, hit the flamethrower. The fires burn along the floor 
beeping the creatures away from you. 


This room is a gruesome sight. Looh 
around, then head ouer to the cabinet 
on the wall. 


DOIIT RUSH IflTO THE 
PREPLRB OR THE CORIBO 
WILL FldlSH YOU OFF 

quickly. Approach the 

DOOR JOSTSO ITOPEOS. 
THER RETREAT mSIDE. 
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Flashlight 
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medical Kit 

machine Gun 
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Start 


Now we know who is behind this mess. Commander Whitley and Dr. Faraday haue been in cahoots. Blake at first 
resists in the cutscene, but the leyion of shock troops at Commander Whitley's disposal giues him pause 
enough to be subdued. Whitley and Faraday haue a falling out when Faraday wants to dismantle the program. It 
seems that Faraday is concerned that the epidemic will spread to the mainland and infect eueryone in 72 hours. 
Whitley, on the other hand, wants the enperiments to continue. 

When you wake up from the tranquilizer you are alone and unarmed in the lab. When you check out the com- 
puters you find out that you hauent been infected, not yet anyway. Getting out of here aliue takes great skill. 
Follow the guide in this chapter to make it through without a hitch. 
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Getting Out Alive 
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Jump down from the catuialh to the floor below and finish off any remaining monsters. 

Leaoe the room and go get the rest of your crew 
bach in cell 3. 
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Fuel Supply 
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Getting through the last leuel was no easy 
task. You are more than halfway through 
this game and the conclusion is nearly at 
hand. In this leuel, you continue your 
escape out of the lab with your squad 
members. 

Other than the onslaught of mutated 
creatures, the major threat is Whitley's 
shock troops. They are normal humans [as 
far as you can tell], but they are highly 
trained and more focused than the raging 
primal creatures. Walk into the shock 
troops' positions and you will get cut 
to shreds. 


1m 


la I M 


When the eleuator reaches its destination, a short 
cutscene plays-Whitley's shock troops are 
around the corner and closiny in. Fich up the 
ammo at your feet. 




When the door pops open, let the shock troops haue it. 
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The Escape, Part I 



Go up to the small room and get the fire extinguisher and the medical hits. Haue Dinon fin the control panel to the door. 
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rich up the grenades along the uiall and 
head upstairs once the fire is out. 




Go between the two tanks and actiuate the 
control there. 

Return to the room with the four switches. 
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LaueUe 


UPPER LEUEL 


Temple 


Office 


Stairs 


" 


Stairwell 
to Lower leuel 


GARAGE AREA 


Stairwell 
Garage Area 




Ammunition 
Fire Extinguisher 
Grenades 
medical Kit 
Start 


Wrecked 

Truck 


You're not out of tho woods; you noed to make it out of the clutches of Commander Whitley. As you make your 
way through this leuel you will pick up two new squadmates after Falcheck succumbs to the uirus — Temple 
and Lauelle. You'll need their help fighting the shock troops. 

Deal with the shock troops downstairs. They're dug in behind a bunch of crates with encellent fields of fire. If 
you try to storm their positions, you'll get slaughtered. Destroy the boss at the end of the leuel. Follow the tips 
in this walkthrough and you'll make it out aliue, soldier. 
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The Escape, Part II 
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II security deuice guards the bottom of the 
staircase; if you trip the beam an euplosion mill 
y occur. Shoot out the control bou to deactiuate it. 
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The enemy wants to move something out of here on four cargo planes. Blake suspects it must be Commander 
Whitley, and he commits himself to stopping the shipment. To do that, you need to find the four C4 charges in 
the warehouse to blow up the planes. Placing the four C4 charges isn't difficult — the big trick is taking out the 
guards without them seeing you. If they do, they will close the hangar doors and the Leuel ends. 

Once the C4 charges haue been placed, climb to the top of the control tower. You have to pull off four precision 
sniper shots [one at each of the C4 charges] to blow up the planes. It's tricky to shoot all four of them before the 
hangar doors close, but there is a saue game point before you take your shots. 


Follow the blue marker posts about halfway to the 
warehouse. Illhen you see the yuard walkiny his post, 
stop and pull out the sniper rifle. 


Get rid of the yuards quickly with the Sniper Rifle for a one shot-one kill ratio. When you see a yuard from 
a distance, pick a spot in front of kis path and zoom in with the scope. When he wanders into your siyht. 
you'ue yot him nailed. 


Repeat the process with the guard coming from the 
other side of the building. 


Switch to the shotgun and take care of the guard inside. 


Head inside and turn right. Grab the sniper rifle 
ammunition tucked into the corner to the left. 


Us VOU PLflV THROUGH THE 
UIHREHOUSE. KEEP ODE THIDG 10 

mino: Reload ujheo before vou 

EATER EACH ROORI. VOU OORT 
HRUE TIRIE TO RELORD ORCETHE 
FIREFIGHT STARTS. 


Pick up the medical kit here in the 
corner. It's hard to see. but the 
location is labeled on the map. 


Vou can't moue into the holding 
area just yet. You need an 
engineer to work on the junction 
box for it. Press on deeper into 
the warehouse. 











Taking Out the Planes 
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Taking Out the Planes 
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Place the CH charge and moue on to the nent building. If the guards see you they attempt to close the hangar doors. If that happens, the leuel is ouer. 
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In this level, you need to infiltrate the armory, many automated sentry guns block your path. Trying to shoot 
them out is a waste of ammunition. Flip a grenade in the general direction of the gun and the enplosion will 
destroy it. One of the hardest parts of this level is keeping Cohen, your medic, healthy. If too many of the little 
creatures get near him, he succumbs to the virus and you'll have to kill him. This level is relatively short, but 
the difficulty is ratcheted up, so it may take you a while to make it through. Without a save point along the 
ramp, it mag take several attempts to get to the bottom. 















Getting into the Armory 
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Weapons 
Research Room 


KB 


___ | J. L* 1^, j* , 




medica Kit 


This leuel's introductory scene, a standoff between two NPCs, is fun to watch. It underlines the major theme 
of the game — nobody knows who to trust, nobody knows who has the uirus. The leuel climanes in the 
weapons research room, with a nasty boss creature trying to end your mission. 

Getting through this complicated leuel in one piece requires all of your skill. Take aduantage of all the saue 
game points. Battling the boss creature is reminiscent of the fight you had against the boss creature at the 
end of your escape — the one you electrocuted with the winch. You haue to stun this monster to do damage. 
Thankfully, the room contains an ample supply of stun grenades. If only you can stay aliue long enough to 
use them... 


primoqcmesxwn 







Primes Official Strategy Guide 


-A 



i h 

iA ■ J 1 

iJ' I 

Ps 

M 

rr N ~i 



1 




r 

1 I 

hi r 





Into the Weapons Research Room 



11 - 1 

I ^ V -- 

i ! , - 

m L ^ 


" f 

wf y/ 

r JW T|2&j 


IgpE 

r 7 *t|7, 



IF 1 

1 



1* 




" 





JR JE 

k MuSirr 

___ *g~. *1 j 

/V 

I 

|s| . Ap 

Ml ■ 

\^fn 



ll 








5S?S SH 








j I 

' ’"“% ig ' • ^ 





■■ ^ p# . 












l 




primaquines cum 







Primes Official Strategy Guide 


■1 

7 | 

M* 

JMi 

r • J ' : - 

JL 1 

5* • • lVV— - ■ -t 1 

PHU^' 
/ 1 1 

\ — i 

■ . , ”« \ 1 



iu flte 

Qb . > 

¥» ^ i 

>/ 


Xt t I 


t/ V . 










Into the Weapons Research Room 



primaqames cum 


p: Vh : 7r _J 

«^" T_ ‘7 1 

1— " 1^— -* ' t0 ^ I 

/ i 

1 / ♦ 

<1 

' jMm * I 

— * r Tl- * 




■ “*r v 

Kb Jjr*' ^S® 

| j 

g 


Hi II li 


. 

1 j 

r~ ^ 



jWj 

■■1 

" 


B® l St aSf 1 



lii ,. . 

JL 



^Hl l^b. 


1 A 

^Hr 1 v jL 

1 


















\ 1 


-H 


1 "M J 


1 mm i 

1 ■■ ,i 






a 

L * 

h««bi«mk 



IT i j 

r jtjfcL 
[ kgp 

rM ^ 

VV 








m "- 


* 1 

* ■ 


* 


-i.- 








Into the Weapons Research Room 


Occasionally one of the guards turns to flee when you wound him and kill his partner. Let him run, but do not 
follow. The best way to get this to happen is to equip the machine gun instead of the shotgun when you burst 
into the room. The machine gun has a higher rate of fire but does less damage per shot than the shotgun. So 
the guards tend to flee from the hail of bullets. When one of the guards flees, he leaues the doorto the boss's 
room open, hill the guard from afar, then shoot out the container holding the large creature. Setup a wall of fire 
and pick it off. The fleeing guard scenario doesnt happen often, but when it does, it is a major help. You can 
now circle the entire room without worry when you run into the boss's room. 




It's time to fight the boss creature. Circle it firing the shotgun. 




Pich up the stun grenades 
from the crates in the 
bach. To make it through 
this battle, you really 
haue to hnoui the order of 
your items because you 
switch bach and forth a 
lot between the flashlight, 
the medical hit. and the 
stun grenade. 



While fighting the boss, 
keep the flashlight 
equipped. You need to 
see where you are going 
when you head bach to 
get the grenades. 
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When battling the boss, try to stay auiay from the creature in the container. If you get too close, the boss 
breaks open this container and you haue two creatures to deal uiith. 


You did it! You boattho boss near the Weapons Research Center. Way to go! The battle was a long one, but you 
really accomplished something when you destroyed it — a challenge worthy of the best of your shills. But the 
game is not ouer. 

When you killed the boss, the entire building began to shake and rattle as uiolent enplosions racked the 
building. Fire is euery where and you'ue got to get out. Equip the fire entinguisher and make a run for it. You need 
to make it up and out of the building before it enplodes. 

Run back to the ramp with the automated sentry guns and ascend the ramp at full speed. The flames will 
climb higher; moue quickly. Run to the stack of bones when you reach the top of the ramp. Climb them to 
reach the small uentilation shaft. Quickly crouch and crawl through it. 

You'll emerge from the uentilation shaft outside the armory. Run to the eleuator and ride it up to the top leuel. 
You are hot on Commander Whitley's tail. Its time for the final battle. 
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The Final Conflict 


lit this point you're feeling the effects of the cold; 
your Exposure meter is almost out. Head bach to the 
eleuatorcaue and warm up a little. 


jm/L imm u iui 


Be careful as you come around the corner again, more shoch troops shorn up in the snow trench. Again, toss a grenade to draw them out. Finish them off with 
the sniper rifle. / — \ 


Repeat this process seueral times to mahe it all the way around the corner and farther up the snow trench 


A 




Once you clear the way. looh for a small opening on the trench's left side. Crouch and enter the small caue. It holds incendiary grenades and sniper rifle 
ammunition, so you'll be prepared for the neut assault. The medical hits here mill heal your mounds. 

priiniiqdnies-cum 




Set off the incendiary grenades to clear the uiay 


Kill the last sniper. He's couering the domed storage area. Enter the building 







The Final Conflict 









The Final Conflict 


Before you head out the door, run bach to the saue game recorder near the entrance. Once outside, be careful. Crouch and seeh couer among the storage 
containers. Seueral shoch troops patrol on top of the partially constructed buildings in the center, and they can pich you off from a distance. 


Hnnihilate them one by one. Remember, if you can see the enemy snipers, they can see you-be quick. 


Rs you morh on the snipers, your Euposure meter continues to decrease. Dloue inside for a moment to marm up 


With the enemy snipers out of the may. marm up and saue the game. Euplore the area to the left of the partially constructed buildings to locate another snom trench. 
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